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Remember! is the most versatile educational tool on the market today. It is to 
education what Visicalc was to financial planning. Both Remember! and Visicalc 
are tools that manipulate data entered by the user. Where Visicalc manipulates 
numbers, Remember! manipulates data that you want to memorize, such as 
Spanish vocabulary words. 


The power of Remember! is twofold: 


e You enter the data, or lesson, that you need to memorize only once and the 
computer can present the lesson to you in a variety of formats; 


e Secondly, Remember! provides you with tools that help you make associations 
between things that you are trying to memorize. 


For example, you may enter your Spanish lesson with the Spanish words as the 
question and the English equivalents as the answers. Remember! allows you to 
study this lesson as Spanish to English, English to Spanish, in a multiple choice 
format, or you may study the words in a list, with sequence being important or 
not. To help you form associations between the Spanish and the English words, 
you can use any of three tools to make “hints” that help you associate the two 
words. Your hints can be small line drawings, short tunes, or simply text. If you 
are stumped ona question when practicing, all you have to dois press the return 
key and Remember! will show you the hint you made for that part of the lesson. 
Just entering the lesson is a powerful learning activity. 


Additionally, Remember! has all of the special characters needed for you to 
enter lessons in Spanish, French, German, and Italian. It also has subscripts 
available so you can study chemistry formulae, as in HoSO4. Plus and minus 
signs can be superscripted for noting valences. 


Remember! has been created for high school and college students but will help 
anyone who has a great deal of memorizing to do. 
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About Remember! 





Remember! is a tool to help you 
memorize. Maybe you have a history 
test and want to memorize the dates 
certain events took place. Maybe 
you're trying to learn vocabulary for a 
new language, or you're trying to learn 
the metric system. Perhaps you're just 
trying to memorize your friends’ tele- 
phone numbers. 


What you have in Remember! is a new 
way for you to study. . .and surprise! 
You might even have fun in the 
process. 


How the Program Works 


Here’s how the program works: 


1. For each lesson you want to study, 
you first enter the questions and 
answers on an initialized Data Disk. 


2. As an extra aid for remembering, 
you can put in one of three types of 
hints: 

e Visual - “Draw” visual hints that 
remind you of the answers. 





3. 


1. Practice Screen 
with Visual Hint 


e Audio - Compose “musical” hints 
that remind you of the answers. 
e Written - Type written hints. 


Before trying to answer the ques- 
tions, you may want to review the 
lesson. The Familiarization section 
lets you quickly review your ques- 
tions, answers and hints. 


. You can study several ways. The 


program tells you whether you're 

right or wrong, and in some cases 

recycles the questions you miss. 

e Practice answering the questions 
in the same order you added them 
to your database (Sequential) — or 
practice answering the questions 
in “scrambled” order (Random). 

e Practice typing the answers to the 
questions — or typing the ques- 
tions to the answers. 

e Practice listing the answers in 
sequential or random order. 


. When you think you've mastered the 


lesson, try testing yourself. It may be 
a test in the same format you've 
practiced — or you may choose a 
multiple choice test. 








The Terms in this Manual 


A number of terms are used over and 
over again in this manual. If your com- 
puter doesn't have these keys, use the 
corresponding keys on your machine. 
For example, if your joystick has only 
one button, press ESC or f1 (on the 
keyboard) to exit. The terms you will 
see most often appear in the chart 
below. 


When the manual refers to “CTRL” 
keys (such as CTRL-X or CTRL-Q), 
press the CTRL key and the letter key 
at the same time. 


The ‘arrow keys” are the keys with 
arrows on them. They control the 
pointer hand or the cursor (a small 
rectangle you can move around your 
screen). When the manual refers to 
“arrow keys,” it usually includes the |, 
J, K and M keys on your computer 
keyboard (l=up, M=down, J=right, 
K=left). 


Commodore 64 users: You can use 
your down and right cursor keys 
(CRSR) without pressing another key. 
But to use your up and /eft cursor keys, 
you must also press SHIFT (but not 
SHIFT LOCK). 


Apple II Plus users: To capitalize, 
press CTRL-P before typing the letter. 


Quitting at Any Time 

The easiest way to leave one section of 
a program and go to another is to 
“exit” using the Quick-Exit Menu at the 
bottom of most screens. To get to it, 
press CTRL-X. Use your arrow keys to 
move the highlighting to the section of 
the program you want to go to, and 
press RETURN. (If you press ESC 
while in the Quick-Exit Menu, you go 
back to the Main Menu.) 


You can also go back to the Main 
Menu from other parts of the program 
by pressing ESC one or more times. 


To leave the program altogether, go to 
the Main Menu and turn off your 
computer. 





































INM ANUAL Apple e 1BM oe 
~ RETURN/ c ae 
ort RETURN ENTER RETURN BUTTON 1 
SPSGBUTIONT = #85 bee 
oo Arrow keys Arrowkeys CRSRkeys 
cae or I-J-K-M or l-J-K-M or I-J-K-M. 
CTRL-X CIRL&X CIAL&X CTRLEX 
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Getting Started ae 





Apple“ II Plus, Ile and Ilc computers: 
Put the Remember! Master Disk into 
disk drive 1 with the label facing up. 
Close the disk drive door; then turn on 
the computer and the monitor. 


IBM-PC* and PCjr*: Put the 
Remember! Master Disk into the disk 
drive with the label facing up. Close 
the drive door and turn on the com- 
puter. If you are using this program 
with the IBM PC, a Color/Graphics 
Monitor Adapter is required. It will not 
work with the IBM monochrome 
monitor. 








Commodore 64”: if you are using a 
joystick, be sure to plug it into Control 
Port 2 (on the right side of your 
machine) before you load the 
Remember! Master Disk. Turn on the 
disk drive first. Then turn on the com- 
puter and the monitor. Put the 
Remember! disk into disk drive 1 with 
the label facing up. Close the drive 
door. When the word READY appears 
on the screen, type the following: 








LOAD™*",8 


Then press RETURN. A message tells 
you the computer is searching for a 
program. When the word “READY” 
appears, tyoe RUN and press 
RETURN toload the program. This isa 
large, complex program that takes a 
few minutes to load. 


Is everything loaded? You'll see a Title 
Page first. This goes directly into a 
simple demonstration of the program. 
To go through it faster, keep pressing 
RETURN. 


Press ESC when you're ready to use 
Remember! 
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Using the Program 





(Study Your Brains Out — 
Create or Edit Hints 
Create or Edit afro oh 
Get Some Serious Hel Po 

int a Lesson — 
‘a Demonstration 


The curent. user options are: 


Background Co Color 
Number o wl Drives: 


use the arro on Kes to point 
and pres 


option you want 


The Main Menu 


The first screen you see after leaving 
the Demonstration is the Main Menu. 
The box at the top shows you the pro- 
gram’s “play” activities. The box at the 
bottom lists your user options. 


The Demonstration 


For a quick summary of how 
Remember! works, use your arrow 
keys to move the hand to See a 
Demonstration and press RETURN. 
Keep pressing RETURN to move 
through the demonstration faster. 
When it starts to repeat or you want to 
go to another part of the program, 
press ESC. 


Changing User Options 


The user options that are underlined 
below are preset in the program: 


e Sound - Yes/No 

e Background Color - White/Black 

e Number of Disk Drives - One/Two 

¢ Number of Users- One/Two 

e User-1 One - Press RETURN, type 
your name, and press RETURN 
again. If you've indicated that the 
Number of Users is “Two,” you can 
type two names. Use the arrow keys 
to go back and correct any mistakes. 





You may change one or more of these 
12 
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2. The Main Menu 


options before you set up your 
memory lessons. To do this, use the 
arrow keys to move the hand so it 
points the option you want to change. 
Press RETURN to change it. 


When you've made all your changes, 
move the hand back to one of the 
activities in the upper box. To review 
Remember! using a lesson on the 
Master Disk, use your arrow keys to 
move the hand to Study Your Brains 
Out and press RETURN. Then follow 
the instructions in the Study Your 
Brains Out section of this manual. 


To create your own lessons right away, 
move the hand to Create or Edit 
Lesson, and press RETURN. Then 
follow the directions in the Create or 
Edit Lesson section of this manual. 


One or Two Disk Drives? 


Remember! operates with two disks: a 
Master Disk (with the program infor- 
mation) and a Data Disk (where you 
store the lessons you create). If your 
computer has just one disk drive, you 
will occasionally be asked to take the 
Master Disk out of the drive and put in 
the Data Disk (or vice versa). 


If you have two disk drives, you do not 
have to swap the Master Disk and Data 
Disk if you change the Number of Disk 
Drives to “Two” on the Main Menu. 





Using the Quick-Exit Menu 


You may notice a row of words that 
appears at the bottom of most 
screens. 





3. The Quick-Exit Menu 


This is your Quick-Exit Menu. |t helps 
you move quickly to other parts of the 
program without having to go back to 
the Main Menu. To get to the Quick- 
Exit Menu, press CTRL-X. (You must 
press the CTRL key and the X key at 
the same time.) When you do this, 
notice that first word on the Quick-Exit 
Menu is highlighted. By pressing the 
arrow keys, you move the highlighting 
from word to word. 


The words represent these choices: 


e Study - Go to Study Your Brains Out 
section. 


e Hints - Go to Create or Edit Hints 
section. 


e Data - Go to Create or Edit Lesson 
section. 


© Help - Go to Get Some Serious Help 
(when you can’t figure out what to do 
next). 


e Print - Go to Print a Lesson. 





To go to any of these sections of the 
Remember! program, move the high- 
lighting to the name of the section you 
want and press RETURN. To go back 
to the Main Menu, press ESC. 


Getting Help 


You may have noticed Get Some 
Serious Help on the Main Menu. (It’s 
called Help on the Quick-Exit Menu.) 
Use this option when you can't figure 
out what to do next. 


If you start at the Main Menu and 
select Get Some Serious Help, you'll 
get a quick introduction to the program 
sections and what they do. Keep pres- 
sing RETURN to see all the screens. 
Press ESC to go back to the Main 
Menu. 


If you want help when you're in the 
Study, Create or Edit Lesson, or 
Create or Edit Hint sections, press 
CTRL-X to get to the Quick-Exit Menu. 
When you move the highlighting to 
Help and press RETURN, you'll get an 
introduction to how that section works. 
Keep pressing RETURN until you've 
seen all the screens. Press ESC to go 
back to the menu for the section you 
just left. 


Loading a Lesson 


There are several sections of 
Remember! that require you to “load” 
a lesson. The program leads you 
through the steps whenever you go to 
the Study, Edit a Lesson, Create or Edit 
Hints, or Print a Lesson sections. 


If you are going to the Study section, 
the program asks you to choose be- 
tween the Master Disk (with the lessons 
built into the program) and the Data 
Disk (with lessons you enter yourself). 
When going to other sections, you'll be 
asked to insert the Data Disk with the 
lessons you want to use in the drive. 





Press RETURN. 


e If there is no “current” lesson - The 
program next displays the Lesson 
List. Move the hand to the lesson you 
want and press RETURN. 


e Ifalesson has already been loaded — 
The program tells you its name and 
asks if you want to use it. Choose Yes 
and press RETURN to keep the cur- 
rent lesson loaded. Choose No and 
press RETURN to choose a different 
lesson from the Lesson List. Move 
the hand to the lesson you want and 
press RETURN. 


If you're going to the Study section, the 
program asks if you want to see the 
words (or answers) in the lesson. Move 
the hand to Yes and press RETURN to 
see a list of the answers. The program 
next asks if you want to use these 
answers. Move the hand to Yes and 
press RETURN to use them. Move the 
hand to No and press RETURN to see 
the Lesson List and choose another 
lesson. 


Das, Pie 


State Capitals 
Capitals audio 
Lakes 2 rivers 
' Capitals III _ 
Press" iESC1 to Eras 
Press LCTRL-X1 Spanish 
i to exit. 
Hoe Composers 
chem formulas 
i Reg tarert" phusio-organs 
{No i * * SEE HORE 
Print 





Study Hints Data Help 


4. Lesson List (It’s helpful if the lesson 
names show what kind of hint you'll use.) 


Note: The Lesson List shows up to nine 
of the lessons you've created and 
saved on your Data Disk. If you've 
created more, you can see them by 
moving the hand to See More and 


14 


pressing RETURN. The next nine 
Lessons will appear. (If there are no 
more lessons, the same list will stay on 
the screen.) 


Create or Edit a Lesson 


Before you can study, you need to 
create alesson — the questions and 
answers that make up your database. 
Your lessons may include questions of 
up to 79 characters (including spaces 
and punctuation) and answers of up to 
19 characters. You can enter as many 
as 20 questions and answers per 
lesson and 27 to 48 lessons per Data 
Disk. (Visual hints take up more room 
on your Data Disk than other types of 
hints.) 


Before you can create lessons, how- 
ever you must initialize a disk. 


Making a New Data Disk 


By initializing a Data Disk, you prepare 
it to accept the information you want to 
study. Any information already on this 
disk is destroyed by this process, so 
make sure you use a blank disk (such 
as the disk provided with this program) 
or another disk with information you 
don’t want. 


If you're starting at the Main Menu, 
move the hand to Create or Edit. 
Lesson and press RETURN. When the 
program asks you to insert the Data 
Disk, put the disk you want to initialize 
inthe drive and press RETURN. 


Delete a Lesson 
Hake 


nen Data Disk 


se arron keus to Peart to the option | 
tee to go back, [C oy to exit. 
Print 


Hints Data Help 


5. Create or Edit Lesson Menu 











Next, you're asked whether you want 
to edit, create or delete a lesson — or 
make anew Data Disk. Move the hand 
to Make a New Data Disk and press 
RETURN. (The program warns you 
that previous information on the disk 
will be destroyed. Press RETURN to 
continue. Press ESC if you change 
your mind.) 


Wait for a little while for initialization to 
take place. When it’s finished, the pro- 
gram asks what you want to call your 
Data Disk. Type the name, e.g. State 
Capitals. Use the arrow keys to go 
back and make corrections. Press 
RETURN when you're done. 


ha t dow nant 
thi s Data at fo, gall 


_ (State Capitalsll 





6. Naming a Data Disk 
You are now ready to create a lesson. 


Creating a Lesson 


The lesson can be anything you’re 

studying or need to remember. While 
you create your lesson, keep in mind 
the four kinds of tests in the program: 


@ Question to Answer 
e Answer to Question 
e List 

e Multiple Choice 


Think about the way you'll be tested for 
the lesson you’re memorizing, and 
tailor your questions and answers to 
fit it. 

For example, if the information you're 
memorizing needs to be ina particular 





order, be sure to enter it in that order. 
Then, when you practice or test your- 
self, select the Sequential Order 
option on the Study menu. If your test 
will be multiple choice, make sure all 
the answers you enter work for that 
type of test. (See Part Ill of this manual 
for tips on creating lessons.) 


If you're starting at the Main Menu, 
move the hand to Create or Edit 
Lesson and press RETURN. (If you’re 
using the Quick-Exit Menu, pick Data.) 
Insert your initialized Data Disk when 
the program requests it and press 
RETURN. The Create or Edit Lesson 
menu appears. 


To begin creating a new lesson, move 
the hand to Create a Lesson and press 
RETURN. 


First Choice: What language? 


The program gives you an option of 
using one of these languages: 

e English (and Chemistry) 

e German 

e Spanish 

e Italian 

e French 


tefnalish Cand Chemistry) 


Spanish 
Italian 
French 


(se oe ged io apt ia,* the_option | 
press Press |. 

fescito to go back, [CTRL-X1 to exit. [. 
Help 


Study Hints Data hint 


7. Language Selection Screen 


If you select English, you'll be able to 
use Chemistry subscripts like the “2” 
in H20. To use subscripts, type CTRL- 
S before pressing the number. To 
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make a superscripted “+” (plus), type 
“CTRL-S” and “:” (colon). To make a 
superscripted “—” (minus), type 
“CTRL-S” and “;” (semicolon). 





Selecting anything other than English 
converts the numbers on the top row of 
your keyboard to characters specific 
to these languages. (This means you 
won't be able to use numbers if you 
choose a foreign language.) The chart 
at the bottom of the page shows which 
numbers make which special 
characters. 


Move the hand to the language you 
want to use and press RETURN. The 
program asks you to name the lesson. 
Type aname of up to 14 characters. 
Use the arrow keys to go back and 
make corrections. Press RETURN 
when you're done. 


Entering the Question & Answer 


The Question/Answer Entry Screen 
contains two boxes. One is forthe 
question; the other is for the answer. 
The rectangle in the Question box 
shows where you type the question. 





10. Question/Answer Entry Screen 


Type a question. You can use up to 
three lines of 25-27 characters each, 
including spaces and punctuation. 
When you reach the end of a line, just 
keep typing; the word automatically 
wraps around to the next line. Don't 
worry if the word splits at the end of a 
line. What's important is that you leave 
one space between every word. 


Westie 





17. Question/Answer Entry: Words 
Splitting at End of Line 


If aword ends exactly at the end of a 
line, be sure in insert one space at the 











beginning of the next line. If you make 
a mistake, use your arrow keys to go 
back and correct it. 


When you've finished typing the ques- 
tion, press RETURN. The rectangle 
moves to the Answer box. Now type 
the answer to the question. (You can 
use up to 19 characters.) If youmake a 
mistake, use the arrow keys to go back 
and correct it. 


When you press RETURN, the rec- 
tangle changes to a hand that points to 
Get Next Question. You can also see 
the number of lines left in the list. To 
enter more questions, press RETURN. 


Changing a Question or Answer 


It’s easy to change a question or 
answer before moving on to the next 
Question/Answer Entry Screen. |f the 
hand is on Get Next Question, use the 
arrow keys to move it to the Question or 
Answer box. Then press RETURN. 
When the rectangle appears in the 
box, use the arrow keys to move it to 
the word or character you want to 
change. Make your correction by 
typing over the incorrect letters and 
pressing RETURN. 


(If you change your mind about 
making a revision, press RETURN 
before typing. The text stays as it is. If 
you've already started typing and wish 
to keep your previous entry, press 
ESC. The original text is restored, and 
the hand moves to Get Next Question.) 


Going On to the Next Question 


To continue entering questions and 
answers, press RETURN while the 
hand points to Get Next Question. The 
Question/Answer Entry Screen reap- 
pears. Keep typing questions and 
answers as described above until you 
run out of questions or use up all 20 
spaces. (Look to the right of Get Next 
Question to see the number of lines left 
in the list.) 





Entering Questions Out of 
Sequence 


What if you want to enter a question out 
of order, or change a question you've 
already entered? All you have to do is 
press ESC while the hand is pointing to 
Get Next Question. You'll see a screen 
like this: 


2 State Capitals _ 
: taiit tle - |. 


- Sooranente eld 


Hints Data Help Print 


12. Answer List Screen 


Any answers you've already entered 
are on the list; the dotted lines show 
“empty” spaces (with no answers). 


Use your arrow keys to move the hand 
to a line where you want to make an 
entry, or to an answer you want to 
change. When you press RETURN, the 
Question/Answer Entry Screen reap- 
pears. You can now enter new ques- 
tions and answers or edit question/ 
answer pairs you've already created. 


Editing Lessons 


Editing (or changing) lessons is very 
similar to creating them in the first 
place. 


If you've already left the Create or Edit 
Lesson section of the game, first 
choose Create or Edit Lesson (on the 
Main Menu) or Data (on the Quick-Exit 
Menu). Make sure the Data Disk that 
has the lesson you want to edit is in the 
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drive and press RETURN. Now leave 
the hand on Edit a Lesson and press 
RETURN. The program lets you 
choose which lesson you want to use. 
Make your choice by moving the hand 
and pressing RETURN. 


When the Answer List appears, move 
the hand to the answer that’s part of the 
question/answer pair you want to 
change. When you press RETURN, the 
Question/Answer Entry Screen 
appears. 


Notice that the rectangle is in the 
Question box. To edit a question, use 
the arrow keys to move the rectangle 
to the word you want to change. Type 
the correction and press RETURN. 
The rectangle moves to the Answer 
box. 


To change the answer and not the 
question, press RETURN as soon as 
the rectangle appears in the Question 
box. When the rectangle moves to the 
Answer box, type your correction (if 
any) and press RETURN. If you don't 
want to change the answer, press RE- 
TURN before typing. 


The hand now appears in front of Get 
Next Question. You can correct the 
next question or answer in the lesson 
by pressing RETURN — or you can go 
to another position on the Answer List 
by pressing ESC. 


(If you start to retype a question or 
answer and decide you don’t want to 
make a change after all, press ESC. 
Your old questions and answers are 
restored, and the hand moves to Get 
Next Question.) 


Deleting Lessons 


What if you want to remove a lesson 
from your Data Disk? First choose 
Create or Edit Lesson (on the Main 
Menu) or Data (on the Quick-Exit 
Menu). Press RETURN. The program 
reminds you to insert your Data Disk 
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and press RETURN. When the Create 
or Edit Lesson menu appears, move 
the hand to Delete a Lesson and press 
RETURN. 


A list of the lessons you've created 
appears. Move the hand to the lesson 
you want to erase and press RETURN. 
When program asks if you really want 
to delete the lesson, move the hand to 
Yes or No and press RETURN. Wait for 
a while for the lesson to be erased. 


Create or Edit Hints 


Why Add Hints? 


It's one thing to enter your questions 
and answers. It’s another to memorize 
them. One way to memorize particu- 
larly difficult answers is to set up hints 
that help you remember. (You may not 
have time to make hints for all your 
answers, So make them for just the 
questions that give you trouble.) 


This program has three types of hints 
to help you remember. That's because 
different people have different ways of 
remembering things. Maybe you 
remember visual images best. For 
instance, you might remember that the 
capital of Arkansas is Little Rock by 
picturing an ark teetering on top of a 
tiny rock. 


Perhaps you're better at remembering 
things you can hear (audial associa- 
tions). Hearing a tune representing 
Little Rock, Arkansas, might help you 
remember it. You might think of three 
short notes (two high and one low) 
representing syllables of Little Rock, 
followed by three more notes (two high 
and one low) representing the 
syllables in Arkansas. 


Maybe you remember things better by 
seeing them in writing: “Ark on rock.” 
Most memory experts agree on the 
following: 





e The more outrageous or funny the 
hint, the better your chances of 
remembering it. 

e Make your hint unique. If it applies to 
more than one answer, you might get 
confused. 

e Make a hint that links the question 
and the answer. That way, when you 
think of one, you'll think of the other. 


See Parts II & III of this manual for more 
ideas on creating hints. 


Remember! lets you add visual, audio, 
or written hints for each of the ques- 
tions you've added to your lesson. Go 
back to the state capitals example. 
The question is “What is the capital of 
Arkansas?” You might use the Hints 
section of this program to remember 
the answer (Little Rock) in one of three 
ways: 


e Visual - Make a drawing of an ark 
balancing on a tiny rock. 


ee 
13. Visual Hint 


e Audio - Create three short high notes 
(for the syllables in Little Rock) and 
three short lower notes for Arkansas. 





14. Audio Hint 


e Written - Type a short phrase, such 
as “Ark on rock.” 


Written Hint: 





15. Written Hint 


Creating Hints 


You can create one type of hint for the 
questions in each lesson. It’s possible 
to change hint type for that lesson later 
— or to copy the lesson and give it 
another set of hints. However, you 
won't be able to set up one lesson with 
a mixture of visual, audio and written 
hints. 


To add a hint to your lesson, go to 
Create or Edit Hints (on the Main 
Menu) or to Hints (on the Quick-Exit 
Menu). When you press RETURN, the 
program runs you through a series of 
selections. 


Pick which lesson you want to use. Do 
you want to use the same or a different 
lesson? If you're just starting the ses- 
sion, pick from a list of the lessons 
you've created and press RETURN. If 
you've already loaded a lesson during 
the current computer session, move 
the hand to Yes or No and press 
RETURN. 


If you’ve never added hints for your 
lesson: 

The program lets you choose between 
visual, audio and written hints. Move 
the hand to your choice and press 
RETURN. 
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If the lesson already has hints: 
The program tells you the current hint 
type and gives you these choices: 


e Create or Edit Hints - Choose this 
option if you want to change or add 
individual hints to a lesson. 


¢ Change Hint Type - Choose this 
option to use the same lesson, but 
change all the hints. The program 
asks if you want to keep or erase your 
old hints. If you move the hand to 
Keep Old Hints and press RETURN, 
the program makes a copy of the 
question/answer pairs in the lesson, 
and you give the copy anew name. 
(Type the new name and press 
RETURN.) 


_ : . : ; — 
Errante inet! ie _ 


16. Create or Edit Hint/Change Hint 
Type Menu 


If you move the hand to Erase Old 
Hints and press RETURN, you'll use 
the same lesson, but the new hints you 
create will replace the old ones. 


Do you want to use the joystick? If you 
want to use the joystick instead of the 
arrow keys to make visual or audio 
hints, move the hand to Yes and press 
RETURN. If you make this choice, 
you'll press BUTTON 1 and BUTTON 2 
instead of RETURN and ESC while 
making your hints. 
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Visual Hint Setup 


If you've chosen to make visual hints, 
you'll see a screen that looks like this: 


17. Visual Hint Entry Screen 


The Visual Hints Entry Screen contains 2a 
a big box on the left. This is where you 
make your drawings. In the top right 
corner is the answer to the first 
question/answer pair you entered in 
that lesson. Unless you go to Get Any 
Word or Get Next Word and select 
another answer, the first hint you make ~ 
will be for this answer. Below the 

answer is a list of activity options. 


The basic procedure for creating or 

editing hints is this: Draw the picture, 

save it, and go on to the next hint. 

Before starting, think about the ques- 

tion and answer. Try to make a hint that 

will help you answer the question with- _— 
out giving it away too quickly. 


To select any of the activity options, 
move the hand and press RETURN/ 
BUTTON 1. = 


e Line Draw - This lets you draw lines 
by moving the cursor around in the 
box. (To move the cursor, use your 
joystick, arrow, or |-JU-K-M keys on 
your keyboard.) 


Start the drawing by pressing 
RETURN/BUTTON 1, and moving 
the cursor to make the line. When you 





do this, notice how the line “rubber- 
bands” from one point to the next. 
Press RETURN/BUTTON 1 when 
you've finished your line. (If you 
press ESC/BUTTON 2 before pres- 
sing RETURN/BUTTON 1, you can 
“erase” this line.) To start another 
line, move the cursor to another posi- 
tion and press RETURN/BUTTON 1. 


To connect one line to another, press 
RETURN/BUTTON 1 twice after 
completing a line. Then move the 
cursor to make a second line and 
press RETURN/BUTTON 1. When 
you're finished with the drawing or 
want to go to another option, press 
ESC/BUTTON 2. 


Print 


— 


18. Visual Hint _— Drawing a Line 


e Box Draw - Use your joystick, arrow, 
or |-JU-K-M keys to draw the box. It’s 
easy to see how to do this if you ex- 
periment a bit. First press RETURN/ 
BUTTON 1 and move the cursor left 
or right a few spaces. You may not 
see anything yet, but now move the 
cursor up or down a few spaces. 
Notice that a box appears. Press 
RETURN/BUTTON 1 when it’s the 
size and shape you want it to be. (If 
you press ESC/BUTTON 2 before 
pressing RETURN/BUTTON 1a 
second time, the box disappears.) 
When you've finished making boxes, 
press ESC/BUTTON 2. 








Little Rock 


freien nae stants rea Te a box. 
| Iuake choices. “a fermi to exit: 


Study “Hints Data Help Print 


19. Visual Hint Entry: Drawing a Box 


e Erase - This is a good option if you 
want to get rid of a few of the lines or 
boxes you've made. Move the hand 
to Erase and press RETURN/ 
BUTTON 1. Notice that the part of the 
drawing you completed last is flash- 
ing. To erase it, press RETURN/ 
BUTTON 1 again. 


To erase any other line or box on your 
drawing, press the arrow keys until 
the part you want to erase flashes. 
Then press RETURN/BUTTON 1 to 
make it disappear. 


When you're finished erasing, press 
ESC/BUTTON 2. 


Clear All- To erase an entire drawing, 
move the cursor to Clear All and 
press RETURN/BUTTON 1. The pro- 
gram asks if you really want to erase 
your work. If you move the hand to 
Yes and press RETURN/BUTTON 1, 
the entire picture disappears. If 
you've changed your mind, move the 
hand to No and press RETURN/ 
BUTTON 1. 


Save Work - This lets you save your 
work without changing to another 
activity. To do this, move the hand to 
Save Work, and press RETURN/ 
BUTTON 1. Remember, you must 
“save” the picture if you want to keep 
it; this isn’t automatic. 
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(If you've changed an existing hint 
but don’t want to keep the changes, 
don't “save” your work. The old hint 
will then be preserved.) 


e See Question - During hint entry, the 
answer appears at the top right 
corner of the screen. . .but maybe 
you want to see the question too. 
Move the hand to See Question 
and press RETURN/BUTTON 1. The 
question appears at the bottom of 
the screen. Press RETURN/BUTTON 
1 again to continue. 


© Get Any Word - To enter hints out of 
sequence or to edit hints you’ve 
already created, move the hand to 
Get Any Word and press RETURN/ 
BUTTON 1. This takes you to the 
Answer List. Move the hand to the 
line or answer you want and press 
RETURN/BUTTON 1. 
The Visual Hint Entry Screen 
reappears. Move the hand to 
the activity option you want and 
press RETURN/BUTTON 1. 


e Get Next Word - If you want to make a 
hint for the next answer on your list, 
move the hand to Get Next Word and 
press RETURN/BUTTON 1. Notice 
that the next answer appears in the 
top right corner. Move the hand to the 
option you want and press RETURN/ 
BUTTON 1. 


Are you finished making visual hints? 
To leave this section of the program, 
press CTRL-X (to get to the Quick-Exit 
Menu) or press ESC/BUTTON 2 to edit 
hints for another lesson. The program 
reminds you to save your hints if you've 
forgotten. 
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Audio Hint Setup 


If you’ve chosen to make audio hints, 
you'll see a screen that looks like this: 


to point to 


shot vou ane press 
_LESCI to 90 back, ict xl 


Hints Data Help Print 





20. Audio Hint Entry Screen 


The Audio Hints Entry Screen has a 
box on the left that indicates each 
note’s pitch (highness or lowness) and 
its length. Below it is the answer to the 
first question/answer pair you entered 
in the lesson. To the right are the 
activity options. 


Most activities (except Edit Song and 
Play Song) are identical to those for 
making visual hints. (See Visual Hint 
Setup for more detailed instructions.) 
The difference is that instead of 
making a picture that reminds you of 
the answer, you “compose” a tune. 
Maybe it’s a song you already 

know. . .or maybe it’s a tune repre- 
senting the syllables of the words 
you're trying to remember. . .or 
maybe it’s just a nonsensical “theme” 
song that triggers the answer for you. 


Move the hand to Edit Song and press 
RETURN/BUTTON 1. You can now 
compose your “song.” 


To make the notes, use the joystick, 
arrow or I-J-K-M keys to move the 

empty rectangle that appears in the 
bottom left corner of the box. When 
you press RETURN/BUTTON 1, the 





rectangle fills with color, and a 
bar graph connects it to the bottom 
of the page. 





21. Audio Hint Entry - Bar Graph 


Continue to move the rectangle. 
Notice how the bar graph changes as 
you move it about. If you move it up or 
down, the bar gets higher or lower; this 
controls the pitch of the note. If you 
move it left or right, the bar gets fatter 
or thinner; this controls the length of 
the note. 


When you press RETURN/BUTTON 1, 
the rectangle becomes empty again. 
This means the note is “set.” If you 
move the rectangle left or right now, 
the bar does not move with it. 


To start anew note, press RETURN/ 
BUTTON 1 again. 


To go back and change a note you've 
“set,” simply move the empty rec- 
tangle to anew position on the bar you 
want to change and press RETURN/ 
BUTTON 1. 


Controlling pitch — Control the pitch 
(or sound) of the note by moving the 
filled (or solid) rectangle up or down. 
You'll hear the sound as you do this. 
Select a pitch level by pressing 
RETURN/BUTTON 1. (The rectangle is 
now empty.) 


Controlling note length — Control the 
length of the note by moving the filled 
(or solid) rectangle left or right. To 
make a long note, move the rectangle 
several spaces to the right or left 
before pressing RETURN/BUTTON 1. 









22. Audio Hint Entry - One Long Note 


To make short notes of the same or 
different pitch, press RETURN/ 
BUTTON 1 twice each time you move 
the rectangle one space to the right 
or left. 


23. Audio Hint Entry - Several Short Notes 


When you're finished composing the 
tune, press ESC/BUTTON 2. Move the 
hand to Play Song and press 
RETURN/BUTTON 1. The tune you've 
just created plays back. 
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If you want to save it, move the hand to 
Save Song and press RETURN/ 
BUTTON 1. Wait for a few seconds 
while the program stores your audio 
hint on your Data Disk. (If you forget to 
save your hint, the program will remind 
you before letting you go on to the next 
entry.) 


To make a hint for the next question, 
move the hand to Get Next Word, and 
press RETURN/BUTTON 1. 


To enter your questions out of se- 
quence, move the hand to Get Any 
Word, and press RETURN/BUTTON 1. 
You'll see the Answer List. Move the 
hand to the answer that needs the hint 
and press RETURN/BUTTON 1. This 
takes you back to the Audio Hint Entry 
Screen. 


Written Hint Setup 


— fos ill 


24. Written Hint Entry Screen 


The Written Hints Entry Screen has a 
partial Answer List above, and a blank 
box for your written hint in the middle of 
the page. This answer list is slightly 
different than the other answer lists in 
the program. For one thing, you don't 
see all the answers at once. For an- 
other, instead of using the arrow keys 
to move the hand, you use them to 
move the list! 
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To begin, use the arrow keys to move 
the list so the hand points to the 
answer that needs the hint. Press 
RETURN. (Notice that the question 
appears when you do this.) 


Now type a written hint of up to 34 
characters, including spaces and 
punctuation. Enter a hint that helps 
without giving away the answer. Use 
the left arrow keys or DELETE key to go 
back and erase characters, if neces- 
sary. Press RETURN when you're 
through. You’re now ready to scroll to 
the next answer and begin the process 
again. 


Note: You don't have to worry about 
“saving” your answers for this type of 
hint. They’re saved automatically as 
soon as you type them. 


Changing Hints 


There are two ways to change hints. 
You can edit individual hints or you can 
create anew set of hints for an existing 
lesson. To make either type of change, 
go to the Create or Edit Hints section 
(from the Main Menu) or the Hints 
section (from the Quick-Exit Menu). 
The program lets you choose between 
the current lesson and another one. 
Make your choice and press RETURN. 
When you see this. . . 





25. Create or Edit Hints/Change Hint 
Type Menu 


. . .move the hand to the option you 
want and press RETURN. 


Editing Hints 


Editing hints is very similar to making 
them. When the hint entry screen 
appears, edit like this: 


e If it’s a visual hint, move the hand to 
the option you want and press 





RETURN/BUTTON 1. You can add or 
erase lines the same way you did 
when you created the hint. If you 
decide you'd rather keep your old 
hint, don’t “save” the new one. 


If it's an audio hint, move the hand to 
Edit Song and press RETURN/ 
BUTTON 1. Move the rectangle and 
press RETURN/BUTTON 1 to 
change the music pattern. If you 
decide you'd rather keep your old 
hint, don’t “save” the new one. 


If it's a written hint, scroll to the 
answer you want to change and 
press RETURN. Type your new hint 
and press RETURN again. (You must 
retype the entire hint.) If you decide 
not to make changes after all, press 
ESC before pressing RETURN. 


Changing Hint Type 


Remember! lets you change to a dif- 
ferent hint type if you wish. To change 
hints for a particular lesson, you can 
either replace the old hints with the 
new ones, or make a copy of the 
lesson and rename it. (You then have 
two sets of hints for those question/ 
answer pairs.) In the Create or Edit 
Hints menu, move the hand to Change 
Hint Type and press RETURN. 


The program asks whether you want to 
keep your old hints or erase them. If 
you want to erase them, move the 
hand to Erase Old Hints and press 
RETURN. Choose the type of hint you 
want (visual, audio or written) and 
press RETURN. The new hints you 
create will replace the previous hints. 


If you don’t want to lose your old hints, 
leave the hand on Keep Old Hints and 
press RETURN. The program asks you 
to choose the new hint type (visual, 
audio or written) and press RETURN. 
Next, the program asks you to type a 
new lesson name and press RETURN. 
(Since you're using the same lesson, 
you might want to give it a similar 





name, e.g., Audio Capitals.) When the 
hint entry screen appears, create your 
hints as described in the Create or Edit 
Hints section of this manual. 


Study Your Brains Out 


Once you've put in all your lessons and 
hints, it’s time to study them. There are 
several ways to do this. Select Study 
Your Brains Out (on the Main Menu) or 
Study (on the Quick-Exit Menu). Press 
RETURN. 


Next, “load” a lesson. (The program 
will take you through the steps. The 
Loading a Lesson section of this 
manual also tells you how to do this.) 


When the lesson is loaded, you'll see 
this Study Menu: 


State Capitals _ _ 
Press [ESC] | 


ec Familiarization 
_ Practice 
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26. Study Menu 
nas a or Random Question 


Notice that the Study Menu lists three 
main activities: Familiarization, 
Practice, and Test. It also lists an 
option called Question Order. 


If the word “Random” is highlighted 
under Question Order, the questions in 
the Practice, and Test sections will 
appear in the exact order you entered 
them. To change from Random to 
Sequential, move the hand so it points 
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to Question Order and press RETURN. 
The highlighting moves from Random 
to Sequential. Whichever word is high- 
lighted determines the order of your 
practice or test questions. 


Hidden Instructions 


You'll notice that when you're in the 
Familiarization, Question to Answer, or 
Answer to Question sections of this 
program, there are no instructions on 
the screen telling you which buttons to 
press. This is so you can concentrate 
better on your studies. If you do want 
the instructions to show, however, 
simply press CTRL-T, and they will 
appear in a box at the bottom of the 
screen. They will stay there for the 
remainder of the study session. 


Familiarization 


Once you've entered a lesson, 

you may want to review it to become 
familiar with the information. To do this, 
move the hand to Familiarization and 
press RETURN. A screen like this 
appears: 


: PETE pack 


( *& Fawiliarization +x —___ 
: “Press left for instructions. — 


Study Hints Data Help Print 





27. Familiarization Screen 


Notice that it shows both questions 
and answers. Press the arrow keys to 
look at them one at atime. 


If you've created a hint for the question 
on the screen, you can see it by 
pressing RETURN. 
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A visual hint looks like this: 


: State Capital 
Question: 


tole is gre capital of 


Ainsrer : 
Little Rock 


#* Familiarization *+* 
Press [CTRL-Tl for instructions. 
Hints Help Print 





Study Data 


28. Familiarization - Visual Hint 


An audio hint looks like this: 


What is ihe capital of 


Ainsreer: : 
Little Rock 


xk lg edie gs os studs 
brane (ESET to go tote 
Study Menu. 
Study Data Help 


Hints Print 





29. Familiarization - Audio Hint 


A written hint looks like this: 


Ssoni 
estion: 


What is ye capital of 


Answer: 
Little Rock 


Written Hint: 
ark on rock 


** Familiarization ** 
Study Menu. 
Study Help Print 


Hints Data 


30. Familiarization - Written Hint 


Use your arrow keys to continue going 
through the questions and answers in 
the lesson. Press RETURN whenever 
you want to see a hint. When you've 
finished reviewing the lesson, press 
ESC to go back to the Study Menu. 


Practice 


When you're ready to practice your 
lesson, go back to the Study Menu. To 
get there, go to Study Your Brains Out 
(on the Main Menu) or Study (on the 
Quick-Exit Menu) and press RETURN. 
Move the hand to Practice and press 
RETURN. 


You now have these choices: 


e Question to Answer - The computer 
asks you the question and you type 
the answer. 


e Answer to Question - The computer 
shows you the answer and you type 
the question. 


e List - You list the answers from 
memory, and the computer evalu- 
ates them. 


The difference between Sequential 
and Random order is important in 
each of these practice sections. With 
Random Order, the questions you 
miss recycle through the session. With 
Sequential Order, the questions 
appear in the same order you entered 
them, and wrong answers do not 
recycle. 





Question to Answer Practice 


If you move the hand to Question to 
Answer and press RETURN, you see 
this screen: 


*&* Practice +* - - 
Press (CTRL-T] for instructions. 


Study Hints Data Help Print 


31. Question to Answer Practice Screen 


Type the answer and press RETURN. 
(It must be typed exactly as you 
entered it.) If your answer is correct, 
the program tells you immediately. If 
your answer is wrong, the computer 
buzzes and the correct answer 
appears. If you've selected Random 
Order, you will get another chance to 
answer the question correctly. 


You will have more trouble with some 
questions than with others. If you've 
added a hint, now is a good time to 
look at it. Just press RETURN before 
typing the answer. The visual or audio 
hint you added for that question 
appears in the box in the upper right 
corner - just like it did in the Familiari- 
zation section. Written hints appear 
under the question box. 


Do you know the answer now? Type it 
and press RETURN. 


Press RETURN again to go on to the 
next question. 


Practice until you think you've 
mastered the lesson or have been 
given all the questions. When you're 
ready to quit, press ESC. The program 
tells you (and your partner, if any) how 
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many questions you missed and what 
the answers are. Press RETURN after 
each evaluation. This takes you back 
to the Study Menu, where you can 
practice a different way or give your- 
self a test. 


Answer to Question Practice 


On the Study Menu, move the arrow to 
Practice and press RETURN. Now 
move the hand to Answer to Question 
and press RETURN. 


This screen appears: 






‘[ime: 
[Little Rock 
fOuestion: g 








«at Pr: ti tk . _ 
Press [CTRL-T1 for instructions. : 









_ Study Hints Data Help 





32. Answer to Question Practice Screen 


Notice that this time, the answer is 
shown, and you have to type the ques- 
tion. (Remember, you have to type it 
exactly as you entered it, including 
punctuation. If you run out of roomona 
line, keep typing; the word automati- 
cally wraps around to the next line. Be 
sure to insert a space after each word.) 


Press RETURN. If your answer is 
correct, the program tells you immedi- 
ately. If your answer is wrong, the 
computer buzzes and the correct 
answer appears. Continue by 
pressing RETURN. 


If you get stumped, you can always 
ask to see a hint by pressing RETURN 
before you start to type. When you're 
ready, type the answer and press 
RETURN. Press RETURN again to 
continue. 
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List Practice 


When you practice with the List, you 
must type all the answers from 
memory. If you have chosen Random 
Order, you may type them in any order. 
If you have chosen Sequential Order. 
you must type them in the same order 
you entered them. 


To study with List, select Practice and 
List and press RETURN. This screen 
appears: 





33. List Practice Screen 


Press RETURN to begin. In general, 
you make entries this way: 


1. Move the hand to choose a line and 
press RETURN. The dotted line dis- 
appears and a rectangle replaces 
it. 


2. Type the answer that belongs in that 
position. Use the arrow keys to go 
back and make corrections. 


3. Press RETURN again to accept the 
answer. (The hand automatically 
moves to the next line.) 


Arectangle appears when you move 
the hand to a line and press RETURN. 
Press CTRL-T (CTRL-U on Commo- 
dore) for a list of function key uses. 
(The use of some of these keys 
changes, depending on whether the 
rectangle is present.) 
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34. List Practice: Rectangle Showing 


When this rectangle is showing you 
can do these things: 


e Type an answer. 


© See a hint - by pressing RETURN 
before you start typing an answer. If 
you've chosen Random Order, you 
get a hint from among those you 
haven't answered. If you’ve chosen 
Sequential Order, the hint is for the 
answer in that position on the list. 


e See instructions — by pressing 
CTRL-T (CTRL-U on Commodore). 


e Restore the previous answer - by 
pressing ESC. (If you type over or 
delete something and change your 
mind, you can make it reappear.) 


e Leave without being evaluated - by 
pressing CTRL-X. (The program 
asks if you really want to leave.) 


When the rectangle is NOT present 
you can do these things: 


e Choose line or answer for entry - by 
moving the hand and pressing 
RETURN. (This won't work if you're 
looking at a hint.) 





e Insert an answer - by pressing 
CTRL-I. (A new line appears 
between the line the hand points to 
and the line above it.) 


e Delete the line - by pressing CTRL-D. 
(The line the hand points to 
disappears.) 


e See instructions — by pressing 
CTRL-T (CTRL-U on Commodore). 


e Quit and have your answers evalu- 
ated —by pressing CTRL-Q (CTRL-R 
on Commodore). 


2 State Capitals 


oe mse 


Point to 3 an 
* CCTRL-D1 to 
delete a line 


* [ESC] to 


Mele Print 





rudy Wines ‘Data_ 


35. List Practice: Rectangle Not Showing 


Finished with your list? When your list 
is complete, press CTRL-Q (CTRL-R 

on Commodore) to have it evaluated. 
(You may do this only if the rectangle 


CRETURNI to t: 
a Hints me ee print 


36. List Practice: Answer Evaluation 
(Random Order) 
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is not showing.) The evaluation has 
two parts. The first shows the answers 
you just typed, with the incorrect 
answers highlighted. (If you’ve 
selected Sequential Order, the 
answers that were out of sequence 
are shown as “wrong.”) 


Press RETURN to see the second part 
of the evaluation — the correct 

answers. If you chose Random Order, 
the answers you forgot to list are high- 
lighted. If you chose Sequential Order, 
you simply see the correct answer list. 
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Testing Yourself 


When you think you're really a whiz at 
the lesson, it’s time to give yourself a 
test. You won't get any hints in this 
section, and you have just one chance 
to answer each question correctly. 


The tests in the program are similar to 
those in the practice section. In addi- 
tion, there’s a new type of test — the 
Multiple Choice test. These are your 
test options: 


e Question to Answer 
e Answer to Question 
e List 

e Multiple Choice 


If you've selected Sequential Order on 
the Study menu, you get the questions 
in the exact order you put them in. If 
you've chosen Random Order, they 
appear in no particular order. 


Move the hand to Test and press 
RETURN. Now move the hand to the 
type of test you want to take and press 
RETURN. 


Question to Answer Test 


For this test, the question appears in 
the top left side of the screen. Below it 
iS aspace for your answer. Type the 
answer EXACTLY as you entered it — 
including all punctuation. (Use the 
arrow keys to go back and make cor- 
rections.) Press RETURN when you're 
done. 


If you get the answer right, the 
program tells you immediately. If your 
answer is wrong (or if you don’t even 
guess), you hear a buzz and the cor 
rect answer appears below the box. 


Press RETURN to continue to the next 
question. 


When the test is finished, the program 
tells each player how many he got 
wrong and shows the answers missed. 
To go back to the Study menu, press 
RETURN. 





Answer to Question Test 


This test is the same as the previous 
one, except you see the answer and 
must type in the question. Be sure you 
type the punctuation exactly as you 
entered it. 


List Test 


This test is like the List described for 
the Practice section — except you 
can'task for hints. See the List Practice 
section of this guide for details on how 
it works. 


Multiple Choice Test 


For the Multiple Choice Test, you have 
to match a question you wrote with one 
of three answers. (The wrong answers 
come from the other answers in the 
same lesson.) To respond, type the 
letter of the correct answer and press 
RETURN. 


Lesson: State Capitals DesignWare 


One, Question: | 
What is the capital of Arkansas? 


ek 
our answer bu typ tA, 
and pres: TORMI. 
fesci ta go back to the 


Data Help Print 


37. Multiple Choice Test Screen 


If your answer is right, the program 
tells you you're correct. If you are 
wrong, the computer buzzes, and the 
correct answer appears. Press 
RETURN again to continue. When 
you've answered all the questions, the 
program tells each player how many 
he missed, and shows the correct 
response to the incorrect answers. 
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Printing Your Lessons 





Remember! lets you print out any or all 
of your lessons on your computer's 
printer. That way, you can study in the 
car, on the bus, or at school. The 
program is designed specifically to 
work with Epson-compatible printers 
and Apple Imagewriter-compatible 
printers and will work with most 

other printers. 


Each lesson takes one page. The 
printouts will show the questions on 
the left and the answers on the right (so 
you can fold the paper in half to study). 


Special foreign language and chem- 
istry characters (such as accents) will 
not print, with this exception: 


e The German vowels with an umlaut 
(such as a, or U) will be shown with an 
“e” following the vowel. 

e The German “B ” will show as “ss.” 


To print, choose Print a Lesson on the 
Main Menu) or Print on the (Quick-Exit 
Menu) and press RETURN. Next 
choose between the Master Disk anda 
Data Disk and press RETURN. (Make 
sure the disk with the lesson you want 
to print is in the drive.) 


The program will ask you to choose 
between printing all the lessons, or just 
one lesson. Make your choice and 
press RETURN. If you're printing just 
one lesson, “load” a lesson as de- 
scribed in the Loading a Lesson 
section of this manual. (You may 
choose the current lesson, or one from 
the Lesson List.) Press RETURN. 
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Choosing Print Options 


Next, you see the Print Options 
screen. This screen is different for 
each type of computer. You'll need to 
change the options only if they are 
not correct for the way your printer is 
set up. 


Study “Hints: Data ip 





37a. Print Options Menu - Apple Version 


e Apple Users: The printer card is in 
slot 1. 
If your computer's printer card is not 
in slot one, press RETURN until the 
correct number appears after the 
word “slot.” 


IBM Users: Use Printer No. 1. 
Select your printer number by pres- 
sing RETURN until the number on 
the screen Is correct. 


Commodore 64 Users: This option 
does not apply to you. 


e The printer needs a line feed with 
each carriage return. 
To change selection from False to 
True, move the pointer and press 
RETURN. If you do not know whether 
this statement is true or false for your 
printer, try printing first. If the lesson 
prints all on one line or on every other 
line, you have the wrong setting. 





e The printer has continuous form 


paper. 
Do you use continuous form paper 
(connected by perforations) or 
single sheets in your printer? If you 
use single sheets, press RETURN to 
change the setting to False. 


Printer Type (IBM only). 

The program is preset for Parallel. If 

you have a serial printer, move the 

hand to Printer Type and press 

RETURN. Now this message 

appears at the bottom of the box: 

Change Serial Port Settings. 

Chances are, you won't need to 

change these settings. If you do, 

move the hand to this option and 

press RETURN. You now have the 

following choices. (The preset 

options are underlined.) 

e Baud Rate — 9600, 300, 600, 
1200, 2400. 

e Parity— Odd, even, none. 

¢ Word Length —8, 7. 

© Number of Stop Bits — 2, 1. 

To make a change, move the hand 

to the option and press RETURN 

until the setting is correct. Press 

ESC when you're done. 


Change printer control string. 

The ASCII values you enter here will 
be sent to the printer before each 
lesson Is printed. Using this option, 
you can change the default settings 
of your printer. This is a complicated 
procedure that requires some ad- 
vanced knowledge of your printer, 
so don't attempt this unless your 
lessons aren’t printing properly. 
When you move the hand to this 
option and press RETURN, you'll see 
a screen with 20 rows of three 
dashed lines each. 





37b. Control Character Entry Screen 


— 


. Refer to your printer manual to find 
the code(s) for changing your 
printer settings. This must be 
entered in decimal form. 


2. Starting on the first line, press 
RETURN and type the ASCII value 
of the first character you want to 
send to the printer. Press RETURN. 
Use your arrow keys to move the 
hand to the next line and press 
RETURN. 


3. Type the ASCII value of the second 
character you want to send to the 
printer and press RETURN. 


4. Continue until the entire code is 
entered. If you want to change an 
entry, move the hand to that line and 
press RETURN. (You can enter as 
many codes as will fit.) 


5. When you've finished typing codes, 
press ESC. This takes you back to 
the Print Options menu. 


Printing 
When all the Print Options are correctly 


set, move the hand to Start Printing (on 
the Print Options menu) and press 
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RETURN. A message will remind you 
to turn on the printer and set up the 
paper. Press RETURN to print. If you 
are using single sheets and have 
chosen to print all the lessons, the 
program tells you when to insert the 
paper and press RETURN. 


If you change your mind about print- 
ing, press CTRL-X (for the Quick-Exit 
Menu) or ESC. 
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Introduction | 





We haven’t always had computers, 
calculators and books to call up the 
information we need. At one time, man 
relied on mind power alone to remem- 
ber histories, poems, and business 
transactions. 


Since few people have total recall, 
various systems were devised to make 
memorization easier. The origin of one 
such system is described by the 
Roman author Marcus Tillius Cicero in 
a story about Simonides of Ceos: 


Imagine for a moment a banquet in 
ancient Greece. The time had come 
for a tribute to the host, so the poet 
Simonides arose and chanted the 
lyric poem he had written. The poem 
praised the nobleman Scopas of 
Thessaly, but also included a passage 
of praise for the twin gods Castor and 
Pollux. 


Unfortunately for Simonides, Scopas 
disliked sharing praise with the twin 
gods. He told Simonides he would pay 
for only part of the poem, and that 
Simonides would have to collect the 
rest of his fee from Castor and Pollux. 


Shortly afterwards, Simonides was in- 
formed that two men wanted to see 
him outside the banquet hall. When he 
went out to see his callers, the roof of 
the banquet hall collapsed upon 
Scopas and his guests, crushing their 
bodies beyond recognition. 


Simonides was called upon to identify 
the victims. Because he remembered 
where each guest was sitting in the 
hall, he was able to identify them for 
their relatives. Not only had Castor and 
Pollux generously repaid Simonides, 
but Cicero tells us that the exper- 
ience helped Simonides devise what 
was, perhaps, the earliest system of 
memorizing. 
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Early Principles 





Simonides used three important 
memory aids according to the story: 


e Loci - First, he used mental images 
to associate places with facts. 
The method of Loci requires first 
memorizing a series of “localities” or 
locations such as rooms ina building 
(maybe your house or your school). 
Then the facts to be remembered 
are attached to the previously 
memorized locations with some form 
of mental imagery. (To memorize a 
poem, you might associate the first 
line to the front door of your house, 
the second to the living room, the 
third to the hall, etc.) Once the facts 
are lodged in their proper places, 
remembering consists of taking a 
mental walk through the locations. 


e Sensory impressions - Second, he 
used sensory impressions to make 
the facts more vivid. Although vision 
is the most important of senses, 
sounds and other sensory impres- 
sions are also useful. 


© Organization - Third, the facts are 
maintained in some kind or order. 
This prevents them from becoming 
jumbled and lost. (In this case, the 
framework of the building provided 
the order.) 


As you might guess, learning the loci 
system takes much time and effort. 
Still, the time was well spent for the 
ancients, who could not just jot down 
notes on paper, or turn to the pages 
of a printed book, or switch ona 
computer. 
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Natural (or Internal) 
Memory Aids 


The memory aids used throughout 
history have ranged from the elaborate 
ones described by Cicero to simple 
ones, such as the use of rhymes or 
rhythm. Elaborate ritual was a memory 
device used for remembering and 
passing on techniques for making 
such things as the swords of the 
samurai. Song, with its melody and 
rhythm, was used by preliterate soci- 
eties to aid in recalling their histories. 
Group song added reliability because 
group members had to agree upon the 
words in order to sing together. 


Memory Systems 


Other more elaborate systems have 
also been devised, each with partic- 
ular advantages. You may already 
have heard of some of the other 
systems. These include the “Keyword 
Method,” the ‘Peg System,” and the 
“Narrative Story Method.” All of these 
systems require using some form of 
visual imagery, and require much 
practice and frequent use to be 
effective. 


The Keyword Method is especially 
good for foreign language vocabulary. 
It involves finding a word or phrase 
similar to the foreign language word, 
then imagining an interactive relation- 
ship between the word or phrase and 
the English translation. In learning 
Spanish, for instance, a “pear” might 
be used to link the Spanish word 
“perro” with its English meaning, 
“dog.” To establish the link, you might 
think of a dog with a face shaped like 
a pear. 


The Peg System is ideally suited for 
memorizing things in a sequence. 
First, you construct a sequence of 
“mental pegs” upon which words can 
be “hung.” One form of peg that’s 


frequently used is to associate se- 
quential numbers with a rhyming 
object, such as: 


One is a bun 
Two is a shoe 
Three is a tree 
Four is a floor 
Five is a hive 
Six is sticks 
Seven is heaven 
Eight is a gate 
Nine is a line 
Ten is a hen. 


Then, the things to be remembered 
are imagined in an unusual relation- 
ship with objects at each of the pegs. 
For instance, if you’re memorizing 
presidents in chronological order, 
you might think of the first president, 
George Washington, by visualizing 

a ton of wash between two buns. To 
remember the second president, John 
Adams, you might think of a giant shoe 
plugging a hole inadam. 


In the Narrative Story System, you 
think of a story that links the words 
being memorized to each other. Ina 
sequential list, the hint should some- 
how link each answer with the answer 
just before and just after it. 


For instance, you might think of a story 
that begins like this: |saw aton of wash 
(George Washington) floating in a big 
basket next to a dam (John Adams). 
On top of the dam a chef and his son 
(Thomas Jefferson) were throwing 
pots and spoons at aman rowing 

a boat (James Monroe). 


Simple Internal Memory Aids 


Not all memory systems are as 
complicated as those described 
above. You are probably familiar with 
the phrase used for changing your 
clocks from Daylight Savings to 
Standard Time: “Spring forward; fall 
back.” Another, “Roy G. Biv,” gives the 


first letter of the colors on the visual 
spectrum, from the long to the short 
wavelengths. 


External Memory Aids 


Widespread external memory aids 
came with the arrival of printing. 
Printed materials relieved the unaided 
memory of the sole responsibility for 
carrying around large amounts of 
detailed and often boring information. 
Ready availability of writing materials 
accompanied the continued advance 
of civilization and technology. 


Today, computers offer us a quick, 
easily used, and remarkably adapt- 
able external memory aid. Still, your 
own personal memory, unaided by 
external devices, is essential not only 
for school work, but for daily life. 
Remember! makes a curious circle. 

It is ameans of using the computer 
to help you use your own unaided 
memory — amemory which relies 
upon your own imagination to flourish. 
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Your Own Memory & Remember! 





Each of us seems to be alittle different 
in the way our own memory works 
best. Although some general princi- 
ples guide the study of memory, no 
single memorization method works 
best for everyone. Some of us memo- 
rize best by using words, phrases and 
sentences to weave a story. Others 
find that sound images are best. Still 
others find that visual mental images 
help them most. Finally, some people 
resort to plain repetition — going over 
the facts many times without apparent 
thought — until the facts are 
memorized. 


You may find that no single method 
works best for everything you want to 
remember. For example, you might 
create an unusual visual image to 
memorize a sequence of reactions in 
a chemistry experiment. Then, in order 
to learn a foreign language, you might 
use written clues or short melodies to 
link the foreign & English words 
together. 


Remember! lets you construct three 
sorts of hints and place them in the 
program for study: visual hints, audi- 
tory or sound hints, and words or 
phrases. Of course, you do not have 
to use all types, but you can try out 
different kinds of hints in order to see 
which work well for you. 


Remember! helps you learn how your 
own memory works best. It gives you 
some suggestions for discovering 
what kind of mental practice is most 
useful for memorizing specific infor- 
mation. Gradually, you might find that 
the kind of abstract memory aids or 
hints you develop cannot be easily 
put into a computer. You can then 
continue to practice with your own, 
unaided memory. 
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Thinking about Using 
Remember! 


Some people are able to remember 
things quite easily. But for most, 
memorizing requires practice. With 
practice, you become more familiar 
with how your memory works. 
Remember! helps you learn about 
your memory by combining different 
practice methods with mnemonic or 
memory aids (hints). 


It is especially well suited to remem- 
bering two types of information: paired 
associates (such as definitions 

or foreign language vocabulary) 

and lists. 


You might think of paired associates 
as stimulus-response. For instance, in 
learning Spanish vocabulary, the 
Spanish word “casa” is the stimulus, 
and “house” is the response. Through 
the process of entering the questions 
and answers and thinking of a hint to 
link these paired associates, you 
develop your own response to the 
stimulus. 


Choosing the Method of 
Practice 


There are two quite different ways of 
learning: 


e In sequence (sequential order) 
* Out of sequence (random order) 


The choice of method depends on 
what you want to learn and how you 
want to remember it. 


Sequential Memory 


If you want to learn steps ina chemistry 
experiment, alist of U.S. presidents 

in the order they served, or a poem, 
you must study a sequence and 
memorize it. You may already have 
noticed one of the major character- 


istics of learning things in a sequence: 
the easiest parts to learn are at the 
ends and the hardest parts are in the 
middle of the sequence. It is difficult to 
avoid this, so you usually have to work 
a little harder to remember answers 
near the middle of the list. 


If you memorize a poem, the words 
are tied together meaningfully. But 
some things you may want to learn in 
sequence are not connected mean- 
ingfully. A list of football teams, states 
of the union, or even the colors of the 
visible spectrum are examples of 
unconnected words. You already have 
away of linking the colors in sequence 
by making aname out of their first 
letters: “Roy G. Biv.” Another way is to 
use the Narrative Story System. Just 
form a story using each of the words in 
order. Often, if the story seems just a 
bit silly, it is easier to remember. 


Random Memory 


It's not always necessary to memorize 
in sequential order, however. For 
example, if you want to learn the defini- 
tions of a list of words, it is tempting to 
practice and memorize them in the 
same order. Be aware that this might 
get in the way of successfully remem- 
bering the material when it appears in 
a different context. 


If you want to learn telephone numbers 
of friends, capital cities of countries, or 
a foreign language vocabulary, then 
random order is best. Let’s see why 
this is so. For these examples, the goal 
is to associate two things with each 
other. If you were to memorize pairs of 
words for foreign language vocabu- 
lary ina set sequence, you would tend 
to learn the sequence of the words 
rather than associate the word with 
each other. Then when the words 
appear in a different order on a test, 
chances are you would have difficulty 
remembering them. 


In summary, if you want to select 

the best method of studying a set of 
materials, you must keep your study 
goal in mind. To memorize associa- 
tions between pairs of things, you must 
design your study to learn just that and 
not learn the answers in a particular 
sequence. But if you want to learn a 
list, the quickest way is to memorize 
the words in sequence. That way, it will 
be easier to know whether you've 
included all the words. 


Choosing the Method of 
Test 


Another important memorization strat- 
egy is to practice in a way similar to the 
way in which you need to remember. 
Suppose your foreign language test 
will have either the English words or 
the foreign words as the question. 
When using the Practice and Test 
sections of Remember! you should 
use both the Question to Answer and 
Answer to Question parts of the Study 
section. One time, practice using the 
English words as the questions; the 
next time, practice using the foreign 
words as the question. 


If your exam is a multiple choice test, 
use Remember! to construct multiple 
choice tests from the answers you 
have placed in the program for memo- 
rizing. Generally, the more you tailor 
you tests to match the way you have 
to remember, the better your memory 
performance will be. 


Using Hints 


Memory aids or hints can be fun to 
make up. Since ancient times, at- 
tempts have been made to construct 
internal memory systems which work 
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for a wide variety of people. We 
encourage you to use simple, handy 
aids or hints in Remember! Often, 

the hints you make up may work quite 
well for you, and not at all for others. 


Choosing a Hint 
There are different reasons for using 


one kind of hint or another. Essentially, 


it comes down to your own individual 
characteristics and the nature of the 
material you are trying to memorize. 
Let’s look at some of the things you 
might consider in making your choice. 


1. Easily remembered - Keep in mind 
that the hint has to help you. To 
serve this role, it must be something 
you can remember easily. That is, it 
should be immediately suggested 
by the question. This may seem all 
too obvious, but still we sometimes 
manage to make up clever memory 
aids which either get in the way or 
are So unusual that we cannot 
remember them. 


If you tend to think in terms of visual 
imagery, then a visual hint may work 
best. If you like to think in terms of 
sounds, an auditory hint should be 
your choice. If you do not find it easy 
to use hints based on visual or audi- 
tory senses, then written or word 
hints could be your best choice. 


2. Links question & answer - Your hint 
should form a firm link between the 
question and the answer. Ideally, 
it should contain features which 
easily remind you of both the ques- 
tion or cue, and the answer. 


Suppose you want to memorize the 
Spanish word for book, ‘‘libro.”” Con- 
struct for amoment a mental image 
of a library building shaped in the 
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form of a giant book with doors, 
windows, aroof — even shelves and 
tables inside. Then, follow these 
steps for using a hint: 


Question: “book” 


Hint: a library shaped like 
a giant book 

Result: the word description 
“library” 

Answer: = “libro” 


3. Unusual - You probably have 
noticed another important charac- 
teristic of a useful hint. We have 
suggested a hint of a rather unusual 
shape for a library building: a book. 
Many people have observed that 
the more unusual the hint, the more 
likely it is you will remember it. 

Of course, if it is too unusual, it 
may be too difficult to remember. 
This is something you can discover 
for yourself as you go about con- 
structing hints. 


More About Hints 


Maybe you don't need to use a hint or 
memory aid, but if you do, it should 
be a helpful one. A hint you make up 
for yourself may not necessarily 

work for someone else. Someone 
else's hint may not work for you. The 
hint should help you code the things 
you want to remember into your mem- 
ory more easily. 


An unusual hint is less likely to be 
confused with other things which you 
know or are learning. This confusion, 
known as interference, is thought to be 
a major cause of forgetting. So, if you 
avoid interference, you take a major 
step toward improving your memory. 


Finally, using memory aids can be just 
plain fun. Anything which makes the 
process of memorizing fun makes 

the job a lot easier. 


What Remember! Accomplishes oi 








After you've tried the program and 
read the comments here, something 
may have become obvious. One of 
the most important factors in memori- 
zation is practice. Anything which 
makes practice easier or more fun will 
help you memorize. 


Remember! gives you many oppor- 
tunities to practice — from entering 
the questions and answers to testing 
yourself. But mere repetition without 
any thought about your goals is inef- 
ficient. Remember! prompts you to 
make decisions about your study and 
test methods, and whether or not to 
use hints. By making up hints, and 

by going through the Familiarization, 
Practice and Test sections, you focus 
your attention on memorizing. By 
turning the material around and 
around in your mind in order to think 
about hints, you help yourself code the 
material more thoroughly in memory. 


Although you will have a pretty good 
idea about how you are progressing 
in your study, the program keeps a 
record of your correct answers and 
tells you how well you have done. 
This way you can easily see what is 
giving you difficulty and concentrate 
on the items which seem harder. You 
can gain from this a greater know- 
ledge about how your memory works 
and thereby sharpen the process 

of memorizing. 


Finally, the closer you can match the 
practice conditions to the conditions 
under which you will have to remem- 
ber, the better off you will be. 


Relax and enjoy yourself. Discovering 
more about yourself is always exciting. 
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Making Data Bases 


What Kind of Test? 


A large part of studying is planning 
to study — figuring out how you'll 
go about it. First, think about the 
way you'll need to remember the 
information. 


e Will you be given an essay test? 
You might try entering names or 
events as the “answer” and then 
telling about them in the 
“question.” 


e Will the test be multiple choice? 
Make sure all your answers are 
similar, so the correct answer won't 
be too obvious. 


e Will you have to remember a 
sequence of events? Be sure to 
enter your question/answer pairs 
in exact order. Then set the study 
option for Sequential Order. 


You won't be able to use every lesson 
with every kind of test. Try to set up 
your database so it works well with 
the type of test you'll be most likely to 
get. 


For maximum versatility, set up your 
lesson so that no two answers are the 
same, especially if you plan to test 
yourself with Answer to Question or 
Multiple Choice. (See illustration #51 
for an example of how to avoid this.) 


Putting in List Data 


To use the List to study, you type a list 
of the answers in the lesson. To be 
effective, set up the lesson so that 
the answers on the list can stand by 
themselves. 


Suppose you're learning about U.S. 
presidents. Each question might give 
some historical information about a 
president. 


e “Which president led his troops 
across the Delaware?” 


e “Which President was the first to be 
assassinated in office?” 


These questions (and their 
answers) would work well for test or 
practice in the Question to Answer 
and Multiple Choice sections. 


They will work for the List section 
only if the answers themselves 
belong in some sort of unique 
category. You must be able to ask a 
question that would generate the 
answer list you’ve entered, such as 
“Name the first 20 presidents of the 
United States.” If you've entered a 
list of presidents that fit into no 
special category, using the List 
section will serve little purpose. 


Keep in mind that if you're trying to 
remember alist, your best bet is 
to memorize it in Sequential Order. 
Why? By remembering it in order, 
you'll be more likely to Know if 
you've left something out. 


Multiple Choice Tests 


For the Multiple Choice section to be 
effective, the answers in your 
lesson should be of similar type (for 
example, all names or all places). 
Remember that the answers you 
enter on your list will be recom- 
bined and used as alternative 
answers for the multiple choice 
test. Try not to make them so dif- 
ferent from one another that the 
correct answer is obvious. 


To set up a lesson for Multiple 
Choice tests, be consistent. Make 
sure your answers are all names 
or all places, for instance, but 

not both. 
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Specific Study Strategies 


Foreign Language 


Foreign language vocabulary 
should usually be practiced in 
Random Order. That way you won't 
recognize something only when you 
see it ina sequence. Although the 
List option can be used for learning 
numbers in sequence, the other tests 
in the program are more appropriate 
in most instances. 








38. Question to Answer Practice for 
Spanish Vocabulary 





39. Multiple Choice Test for Spanish 
Vocabulary 


English Vocabulary 


Use the same strategies for learning 
English vocabulary as you do for 
learning foreign language vocabu- 
lary. Practice in Random Order, 
using all tests except List. 


History & Social Studies 


When studying history, you often 
have to remember the sequence of 
events. Maybe you want to remem- 
ber the battles of the Civil War in 
chronological order, the governors 
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and politicians of your state, or the 
major eras of life on earth from oldest 
to most recent. One way to do this is 
to enter information about the person 
or event as the question, with the 
name as the answer. (Be sure to enter 
them in the order they occurred.) You 
can then practice in Sequential Order 
using any of the study options — 
especially List. 





40. List Practice for Eras 


The study of history doesn't always 
require sequential knowledge, how- 
ever. Often you need to match 
persons to events, for instance. In this 
case, the tests work well in Random 
Order. You can also use them to learn 
such information as composers, 
authors, artists and their works. 
(Enter the music, book, or painting as 
the question, and the composor, 
author or artist as the answer.) 





41. Answer to Question Practice for 
Famous Composers 


Poetry or Script Chemistry 


Memorization To memorize the elements, enter the 
To memorize a poem or script, enter element abbreviation as the question 
the first few words ofeach line asthe 4nd the element name as the 
answer (this will be your cue), Then answer. If you're trying to learn them 
enter the rest of the line as the in order, use Sequential Order and 
question. Practice in Sequential List to study. If you're learning to 
Order, using the Answer to Question associate the names and abbrevi- 
option. You should soon know the ations, use Random Order to study 
rest of the line merely by seeing the with all options except List. 
first few words. Then practice with To memorize chemical formulas, 
the List to see how well you re- enter the chemical name as the ques- 
member the first few words. tion and the formula as the answer. 
Use Random Order and all options 


except List to study. 





44. Question to Answer Practice for the 
Elements 


Physiology 


Physiology often requires extensive 
memorization of organs, muscles, 
bones and functions. You can enter 
the function or description as the 
question (‘What organ pumps blood 
throughout the body?’) and the 
organ as the answer (The Heart’). 





43. List Practice for Sonnet #60 


45. Multiple Choice Test for Physiology 
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To set up the lesson for use with the 
List section, make sure you group 
your questions into major categories 
or functions (e.g., the major bones in 
the skeleton, or the parts of the 
brain). You can then practice in 
Random Order. 


Biology 


Remember! is good for learning 
science vocabulary (see above), as 
well as the Latin and common names 
for insects, birds and flowers. Enter 
the common name as the question 
and the latin name as the answer. 
Using Random Order, test yourself 
with Question to Answer, Answer to 
Question or Multiple Choice. If all 
names fall within a major category, 
try using List. 





46. Question to Answer Practice for Animal 
Names 


Geography 


Learn major cities, capitals, mon- 
etary units, geology, and landmarks 
of states or countries. Type infor- 
mation in any order, making sure 
your answer format is consistent. 





47. Answer to Question Practice for 


Asian Capitals 
50 


Use Random Order to study with 
everything except List. 


Directions 


Maybe you're trying to remember the 
directions to a particular location. Set 
up the major turning points as the 
answers so they work as a List: 


Highway 59 North 
Bebop Road Exit 
Left on Rabbit St. 
Right on Hare Lane 
105 Hare Lane 





48. List Practice for Directions 


Phone Numbers 


To memorize phone numbers, use 
Random Order and set up the name 
as the question and the number as 
the answer. Then test with Question 
to Answer. 





49. Question to Answer Practice for Phone 


Numbers 





Olympic Champions 


To memorize all the Olympics 
champs for a particular sport (start- 
ing with the first and working your 
way up to the most recent) enter the 
year as the question and the person 
as the answer. (You can also do this 
to memorize Olympic sites.) Practice 
in Sequential Order using any or all of 
the test options. 





50. List Practice for Olympic Sites 


To remember champions in a par- 
ticular year, enter the event as the 
question and the name as the 
answer. Practice using Answer to 
Question, Question to Answer and 
Multiple Choice. 





51. Answer to Question Practice for 1980 


Winter Olympics Champions 
1a | 





Hints on Making Hints 





Making hints is a very personal 
thing. What works for you may not 
work for your mother or your kid 
brother. Part of what makes you 
remember a hint is the thought and 
imagination you put into creating it. 


Thinking up hints may take a lot 

of time. First decide how much time 
you have to study. This will help you 
determine whether you want to 

make hints for all your questions — or 
for just a few. Chances are you have 
time to put in hints for only the ques- 
tions that give you the most trouble. 


As we've said before, a hint should 
link a question and an answer. That 
way, the hint will help you regard- 
less of whether you’re practicing with 
the Question to Answer or the Answer 
to Question option. Also, the more 
ridiculous the hint, the better your 
chances of remembering it. 


Suppose you're trying to remember 
that Thomas Edison invented the 
light bulb. Think of someone you 
know named “Ed” with his head 
glowing like a light bulb. You might 
enter this as a written hint (“Ed is 
on’), or a visual hint showing a 
glowing Ed, or a musical hint that 
reminds you of this. 





52. Visual Hint Entry for Thomas Edison 


Maybe you're trying to remember 
that Springfield is the capital of 
Illinois. Your hint might be big spring 
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in a field with a thermometer in 


its mouth. (It’s “ill,” get it?) (See 
illustration #1.) 


To remember a sequential list, link 
the answer with the answers just 
before and just after it. That way you 
can mentally review the list without 
missing any words. 


A Word about Audio Hints 


Audio hints are likely to mean some- 
thing only to the person who enters 
them. That’s because the message 
they convey may not be as obvious 
as the message from a written or 
visual hint. 


Try using audio hints more than one 
way to see which works best for you. 


e Put in a.song you already know to 
illustrate the answer. To remember 
that Sacramento is the capital of 
California, you might try mentally 
substituting the word “Sacra- 
mento” in the song “California 
Here | Come.” 


° Putin notes that represent the 
syllables of the question and the 
answer. |n the state capitals case 
above, you would put in three long 
high notes and one short low note 
for “Sacramento” and three long 
high notes and two descending 
short notes (for California). 





53. Audio Hint for Sacramento 
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Scorekeeping Sheet 
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pee (J Answer to Question [1 List 
test: L] Question to Answer [_] Multiple Choice 


Order C] Sequential [] Random 

















| No. of Questions: No. of Answers Missed: 
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* Checkmark the answers you especially need to practice. Then make hints for 
them and study them extra hard. 
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* Checkmark the answers you especially need to practice. Then make hints for 


them and study them extra hard. 
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* Checkmark the answers you especially need to practice. Then make hints for 
them and study them extra hard. 
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* Checkmark the answers you especially need to practice. Then make hints for 


them and study them extra hard. 
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* Checkmark the answers you especially need to practice. Then make hints for 
them and study them extra hard. 
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Order C Sequential (J Random 
















L] Answer to Question _L] List 
Test L] Question toAnswer [_] Multiple Choice 
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* Checkmark the answers you especially need to practice. Then make hints for 
them and study them extra hard. 
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On-Screen Instructions for Studying with the List 


If the rectangle is showing press these keys: 





CTRL-T To see instructions on which keys to use. 
RETURN To see a hint (unless you're testing). 








ESC To restore previous answer. 
Type answer 
CTRL-X To leave List section without evaluation. 











If rectangle is not showing, press these keys: 





CTRL-T 











To see instructions on which keys to use. 


RETURN To begin entering answer. 

CTRL-I To insert a new line between the line the hand points to 
and the one above it. 

CTRL-D To erase the line the hand points to. 

CTRL-Q To quit and have your answers evaluated. 


CTRL-X To leave List section without evaluation. 
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Appendix C and D stv 
PS 





Key Substitution Chart 

















Language/Chemistry Character Guide 


When you create a lesson, you choose which language you want to use. If you 
choose Spanish, Italian, French or German, the numbers on the top row of your 
computer keyboard change to special characters used by those languages. 
(For French, the colon, semicolon and “less than” sign also change.) 


If you choose English, the chemistry subscripts (as in HoO) can be made by 
pressing CTRL-S before pressing the number. To make plus and minus super- 
scripts (as in Na+), press CTRL-S before pressing acolon for “positive” (+) ora 
semicolon for “negative” (—). 




































































*Subscripts & Superscripts: Press CTRL-S before pressing the numbers. 
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LIMITED 90-DAY WARRANTY — DESIGNWARE DISKS 


DesignWare warrants to the original consumer that the DesignWare disk 
shall be free from any defects in material or workmanship for a period of 
90 days from the date of purchase. 


Any DesignWare disk which is found to be defective during the warranty 
period will be replaced by DesignWare. Return the disk, accompanied 
by proof of date of purchase satisfactory to DesignWare, no later than 
one (1) week after the end of the warranty period, shipping charges pre- 
paid, to: DesignWare, Inc., Customer Relations, 185 Berry Street, San 
Francisco, CA 94107. 


This warranty shall not apply if the disk has been damaged by negligence, 
accident, improper or unreasonable use, or by any other causes unrelated 
to defective materials or workmanship. 


DISCLAIMER OF WARRANTIES — 
DESIGNWARE COMPUTER PROGRAMS 


All DesignWare computer programs and related informational materials are 
distributed on an “as is” basis without warranty of any kind. Any statements 
concerning capabilities or utility of a computer program are not to be 
construed as express or implied warranties. The entire risk as to the quality 
and performance of such programs is with the purchaser. Should such 
programs prove defective following their purchase, the purchaser and not 
the manufacturer, distributor, or retailer assumes the entire cost of all 
necessary servicing or repair, (except for replacement by DesignWare of 
defective disks as provided above). 


EXCLUSIONS FROM WARRANTIES — 
DESIGNWARE DISKS AND COMPUTER PROGRAMS 


The exclusions and disclaimers in this paragraph apply to all DesignWare 
disks and DesignWare computer programs. All implied warranties (in- 
cluding warranties of merchantability and fitness for any particular pur- 
pose) with respect to DesignWare products are hereby excluded and 
disclaimed. DesignWare shall not be liable for incidental and/or con- 
sequential damages, including injury to property or persons, that may result 
from use, malfunction, or failure of DesignWare disks and computer 
programs. In all cases, the liability of DesignWare shall be limited to replace- 
ment of defective disks as provided above. 


Some states do not allow the exclusion or limitation of incidental or con- 
sequential damages, so the above limitations and exclusions may not apply 
to you. This section regarding warranty gives you specific legal rights, and 
you may also have other rights which vary from state to state. 
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To Remove Diskette: Cut along top edge of this envelope. 
Make sure contents are not at the top edge. 


To Store Program Diskette: Insert diskette into the top side 
of this envelope. 





DISKETTE 
ENCLOSED 


DO NOT BEND 


Contents: 


Remember! Program Diskette 
Blank Data Diskette 

Special Characters Reference Card 
Owner Registration Card 
DesignWare® Product Catalog 








NQ 13981 
IBM®PC, PC jr. 128K 
Copyright ©1985 by 
DesignWare®Inc., San Francisco, CA 








DesignWare’ 


Customer Service G Warranty Information 


(Valid in U.S.A. and Canada Only) 


Customer Service 


If you have questions about using a DesignWare program, after reading the manual, please call our Software 
Hot Line 415-546-1866. We will be happy to help you. (Software Hot Line hours Monday through Friday 
8a.m.—5p.m. p.s.t.) 


Limited 90 Day Warranty 


DesignWare, Inc. warrants to the original consumer purchaser that this DesignWare product shall be free from 
defects in workmanship and materials for a period of 90 days from the date of purchase. DesignWare will replace 
free of charge any DesignWare products found to be defective during this warranty period. Please call the 
Software Hot Line 415-546-1866 before returning any product to DesignWare to determine if it is a hardware or 
software problem. By returning your owner registration card, you will speed up the replacement process, should 
the need arise. Please consult the warranty statement in the back of the activity booklet for more details on 
DesignWare product warranty. 


Back-up Copies 
One back-up diskette per product may be purchased directly from DesignWare for $12.00 if, and only if, your 
owner registration card is on file at DesignWare. 
Out-of-Warranty Diskette Replacement 


If you need to replace your DesignWare program diskette after the 90 day warranty period, DesignWare will 
replace it for $12.00 if, and only if, your owner registration card is on file at DesignWare and you send in the 
damaged or inoperative diskette. 


(DETACH AND MAIL OWNER REGISTRATION CARD BELOW) 


Re TNS SS A A 





THREE SPECIAL OFFERS 


THREE REASONS YOU WANT TO COMPLETE 
AND RETURN THIS CARD TODAY 


(1) Free replacement of defective diskettes during 90-day warranty 
period 

(2) Replacement of damaged diskettes after the 90-day warranty 
period for only $12.00* 


(3) One back-up diskette per product purchased for only $12.00* 


These special offers are available to you if, and only if, you complete the 
attached owner registration card and return it within 10 days of purchase. 


“California residents add 62% sales tax ($.78) pwog 





———— 


LET REMEMBER!” HELP YOU 
LEARN FRENCH AND SPANISH 
WITH NEW FRENCH AND SPANISH VOCABULARY DISKS 
FROM DESIGNWARE® 


Expand Remember! with foreign language vocabulary disks available for only $19.95 
each. The French Vocabulary Disk includes 700 words and the Spanish Yocabulary 
Disk includes 675 words, each with its English translation. A perfect way to help kids 
study their foreign language homework or to learn a foreign lanquage for fun. With 
Remember !, you can add your own personal hints to heip you learn hundreds of words 
quickly and easily 


Order either the French or Spanish Vocabulary Disk for only $19.95 or order both 
for only $29.90 (you save $10!). 


O YES, please rush me the following vocabulary disks for use with the 
D Apple® // O1BM®/Tandy® 0064 version of Remember! 


——_ French Vocabulary Disk(s) @ $19.95 each $ 
__— Spanish Vocabulary Disk(s) @ $19.95 each $. 
—— Set(s) of Franch & Spanish Vocabulary Disks @ $29.90 each $ 
Subtotal $ 
Calif. Residents, please add 6-1/2% sales tax $ 
TOTAL $ 


O Check enclosed (please make check payable to DesignWare, Inc.) 


O Please charge my credit card: 
Visa® piptp yey py ppp pep id ye 
Mastertard™ Lt Lilet p ie tt pt 
Interbank No.L_1 | f J 





Expiration Date / / 





Signature 


Name 
Street Address 


City State Zip Code 





Phone ( ) 


Allow 4-6 weeks for delivery 


~----=-~--= FOLD, SEAL AND MAIL -~---~- --- 
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Owner ‘Registration Card 


Purchaser’s Name: 





School Name (if purchaser is a school): 


Street Address: 











City: 


State: 





Phone: 








1. New DesignWare program purchased 





1. Creature Creator™ 
2. Crypto Cube® 
3. Math Maze™ 





















































4. Mission: Algebra™ (1 





5. Spellicopter ® 
6. Spellagraph® 


Oo 





7. Spellakazam™ 














8. States & Traits™ 





2. When did you purchase this program? Month 
3. What other DesignWare programs do you own? 





1. None 

2. Creature Creator 
3. Crypto Cube 

4. Math Maze 

5. Mission: Algebra 

































































6. Spellicopter 
7. Spellagraph 
8. Spellakazam 
9. States & Traits 


10.The Grammar Examiner 


9. The Grammar Examiner™ 
10. Trap-a-Zoid® 
11. The Notable Phantom™ 
12. European Nations 

& Locations™ 


Year 


Zip Code: 














Lee The Body Transparent™ 
4. Remember!” 
15 Other 

Name of Program 




















11. Trap-a-Zoid 

















& Locations 














12. The Notable Phantom 
13. European Nations 





15.Remember! 
16.Other. 

















Name of Program 
14. The Body Transparent 


4. For which brand of computer did you buy the program named in question #1? 








1. Apple //plus or //e 
2. Apple //c 
3. Atari 400, 800, XL Series 

















. How long have you owned your computer? 


[1. Less than six months 
2. 6-12 months 








4. Commodore 64 
5. IBM PC 
0) 6. IBM PCjr 











LJ 3. 12-24 months 


(1) 4. More than 24 months 





. What other brands of educational programs do you own? 





1. Edufun-Milliken 












































4. The Learning Company 






























































10. Number of children at home 


1. Under 3 years old? 
2. 3-5 years old? 


3 6-10 years old? 2. 


























7. Other 





Brand of Computer 











7. Other 






































4. 11-14 years old? 
5. 14-18 years old? 


2. EduWare 5. Scarborough 
3. CBS 6. Spinnaker Brand Name 
. How many educational programs do you own? 
1. 1-2 0 3. 5-8 5. more than 12 
2. 3-4 OO 4. 8-12 
. Who chose this DesignWare program? 
1. Mother 4. Child 7. Father and child 
2. Father 5. Teacher . Both parents and child 
3. Other family relative 6. Mother and child “AI 9. Student 
. How did you hear about this DesignWare program? 
C1 1. Advertisement 3. Friend 
Name of publication oO 4. ‘Teacher 
2. Article -—- . Saw in the store 
Name of publication 6. Other 
Specify 





20 


25 


30 


35 


38 


39 


41 


42 


43 





11. How would you describe your child's or the user's skills in this program's subject area? 








Dy. Needs to improve—having trouble in this area 61 
[_] 2. Good—having no trouble in this area 
[] 3. Excellent—consistently does well in this area 


12. What were the most important factors in your decision to buy this DesignWare program? 






































1. Ability to add children's 5. Graphics 52 
homework into the program CL) 6. Price 
. Award winning program 7. Manual 
3. Educational value of program 8. Other 
C 4. Entertainment value of program Please specify 


13. What other educational programs are you interested in buying? 





1. Algebra 

. Art 

LY3. Biology 
4. Chemistry 

































































5. Foreign Languages 9. Music 53 
6. Geometry 10. Writing 
7. Grammar 11. Other 

48. Math Please be specific 


14. What are the 4 best educational programs you or your child have used? 


54 
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Customer Service 
DesignWare, Inc. 

185 Berry Street 

San Francisco, CA 94107 










































DesignWare... Learning Software That Grows With You 





Finally... A tool to help students of allages 
study and learn virtually any subject. 


Remember! is so powerful and so versatile, 


you ll wonder how you studied and 
if, tH va , | 


“Remember! uses a non-cluttered approach to assist students in retaining 
information. The flexibility of the program is outstanding. The ability to program in 


different languages makes thi 


unique study guides for students. Remember! opens the way for the creative 


teacher to do great things for students. Teachers can use the program tohelp = ss 


students learn using specific types of reinforcing clues. —R. Anthony Baraloto, 
Montgomery County Public Schools, Rockville, Maryland, Reviewer, Electronic Learning Magazine 


“Remember! works superbly with foreign languages, dates and vocabulary... 





the money ... it is good for learning and enhancing memory capabilities 
..| think the program is outstanding. When it comes to memorizing things such 
aS dates or chemical symbols, Remember! takes the monotony out of it: 
—David Schlitzer, Grade 10, Nolan High School, Fort Worth, Texas 








Mother's Note: “| watched my tenth grader sit down with your 
program Remember! and actually master Latin endings he has 

























































































Lesson: SAT Vocabulary dale i . y - DerisnWare 
iliarizati s [ESC : z : i You can use special characters 
Pf ai | +—| Fie Serer = 
ies ant Steutal’ Ghatseeerse 
es : 
Test Srini tue (English Cand Chemistry) 
Question to Answer oor, 
faser to Question Tralisn 
Multiple Choice French q 
Questiomucntiol 7 ALETEOTm 
the 
Geant aeecgoortaptumeeeress” | | |p *efczettthutiy varias] | | (RBaonE SoeDeesCEIRUPS Dore 
Study Hints Data Help Print Study Hints Data Help = Print Study Hints Data Help Print a) 
~ - Review, Practice & Test Learn How You Learn Best —- Use Remember! to Study 
Your Recall of Virtually and Enter Your Own Hints Foreign Languages, Math, 
Enter the lesson you want to Add your own hints to help you Remember! includes all the 
learn—lists, facts or text—and associate the things you need special characters for entering 
Remember! lets you use several __ to learn. You can-add simple line _- Spanish, French, German and 
formats to study it. For example, drawings, short tunes or short Italian lessons. It also includes 
to study treaties and their dates, phrases as hints anddisplaythem _stibscripts (such as H2SO,4) 
vou can test your recall in -as you study. Learn ho \ i 
sequential or random order, using learn best by experimenting with for science and math study. 
treaty-to-date, date-to-treaty, a Remember! and with the aid. 
format. ws IS Then, apply what you learn to 


ao i all of your studies. 


— $< — <r ee eee... 
ge Screen appearance may vary depending upon computer used. 





